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AMENDMENTS TO THE CLAIMS : 

This listing of claims replaces all prior versions, and listings, in this application. 

1 . (Currently Amended) In a video-graphics [[A]] game apparatus [[for]] having a 
game operations controller capable of being manipulated by a human operator for 
displaying an aiming point on a game display screen, the aiming point being [[for]] of 
use when an item te-be used as a projectile in a game is thrown targeted at [[an]] a 
displayed object in a virtual 3-D game space, a method for controlling a projectile used 
in a game comprising: 

obj e ct d e ploym e nt means for deploying in a displaying virtual three-dimensional 
game space having a plurality of objects and items to bo d i splayed , the plurality of 
objects including [[a]] at least one player object; 

operation m o ans to bo operated by a p l ay o r; 

throwablo i tom sel e ction moans for selecting, in accordance with an operation 
made to tho operation moans using the controller one of a plurality of displayed items 
which are s e lectable by accessible to the player object as throwable items[[;]] and 

targ e t obj e ct sp e cifying m e ans for specifying as a target object an object existing 
in a direction in which the throwable item is to be thrown; 

correspond e nc e i nformation stor i ng moans for storing correspondence 
information defining which throwable item is effective on which object on an item-by- 
item basis; 

d e t e rminat i on moans for determining an effectiveness of [[the]] a selected 
throwable item [[on]] upon the target object based on the correspondence information; 
and 

a i ming point data gen e rat i on means for generating aiming point data to bo used 
for displaying an aiming point indicating the direction in which the throwable item is to 
be thrown, the aiming point being displayed in a display mod e wh i ch manner that is 
varied depending on a determination result by tho det e rmination moans of the 
effectiveness of the throwable item : and 
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disp l ay control m e ans for p e rforming display contro l so that the wherein said 
plurality of objects and items d e p l oy e d by th e object deploym e nt m e ans are displayed 
on the game display screen as three-dimensional images[[;]] and the aiming point is 
displayed so as to overlap the target object based on the aiming point data[[;]] and^ 
thereafter^ the throwable item appears thrown at the aiming point in response to [[an]] 
another operation made to the op e ration m e ans using the controller . 

2. (Currently Amended) The gam e apparatus method according to claim 1 , 
wherein, 

a transpar e nt obj e ct is plac e d one or more transparent objects are provided 
during gameplav in a neighborhood of at least one non-transparent object in the three- 
dimensional game space displayed on the game screen, the transparent object being 
visually unrecognizable to th e p l ayer [[,]]; 




th e targ e t obj e ct sp e cifying m e ans sp e cif i es as th e targ e t object one of the 
transparent objects that is located in [[the]] a direction in which the throwable item is to „ 
be thrown is specified as the target object , and 

the storing correspondence information includes the corr e spond e nc e i nformation 
storing moans stores correspondence information defining which throwable item is 
effective on which transparent object on an item-by-item basis. 

3. (Currently Amended) The gam e apparatus method according to claim 1 [[,]] 
further comprising positional r e lat i onship ca l culation m e ans for ca l cu l at i ng computing a 
positional relationship between the player object and the target object, 

wherein the d e t e rm i nat i on m e ans d e t e rm i n e s th e a throw effectiveness is 
determined based on [[the]] stored correspondence information as we ll as an and a 
predetermined effective range which is dofinod for assigned to each item and [[a]] 
calculation r e su l t by th e said computed positional relationship ca l culat i on m o ans . 

4. (Currently Amended) The gam e apparatus method according to claim 3[[J] 
wherein, 
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[[the]] said computed positional relationship calculat i on moans calculates 
includes computing a distance from the player object to the target object, and 

th e d e t e rminat i on means d e t e rmin e s th e said throwable item effectiveness 
determination is based on the correspondence information as well as a predefined 
shooting range which is defin e d for assigned to each throwable item and the ca l culation 
r e su l t by tho computed positional relationship ca l culat i on moans . 

5. (Currently Amended) The gamo apparatus method according to claim 1 , 
further comprising mark i ng means for marking the a target object in response to an 
operation made to the op e rat i on m e ans, grant e d that th e det e rminat i on m e ans 
determ i n e s that th e throwable using the controller if the selected item is determined as 
being effective on the target object, 

wherein th e display contro l m e ans contro l s a trajectory of the throwable item |s 
set so that the throwable item hits [[the]] target object so marked as marked by th e 
marking m e ans . 

6. (Currently Amended) The gam e apparatus method according to claim 5[[J] 
wherein[[,]] if a plurality of target objects are marked by tho marking m e ans , th e d i splay 
control m e ans contro l s the trajectory of the throwable item is automatically controlled so 
that the throwable item hits all of tho marked target objects. 

7. (Currently Amended) A comput e r - r e adab le r e cord i ng m e d i um hav i ng stor e d 
th e r e on a game program to b e e x e cut e d by a comput e r of a gam e apparatus In a game 
apparatus which displays an aiming point on a game display screen, the aiming point 
being fof of use when an item to b e us e d in a game is thrown or shot at an object in a 
game space, [[the]] said game apparatus inc l uding having a game operation controller 
m e ans to b e op e rat e d by a p l ay e r and a corr e spond e nce i nformat i on storing m e ans for 
data storage memory for storing correspondence information defining which throwable 
item is effective on which object on an item-by-item basis, a game program product 
embodied on a computer-readable medium for distribution and/or storage having stored 
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thereon a game program to be executed by a computer of said game apparatus, 
comprising: 

wh e r e in th e gam e program caus e s the comput e r to e x e cut e : 
an obj e ct d e p l oym e nt st e p of program instruction means for deploying in a three- 
dimensional space a plurality of objects to be displayed, the plurality of objects including 
a player object; 

a throwab le it e m s ele ction st e p of program instruction means for selecting, in 
accordance with an operation made to th e op e ration m e ans using the controller one of 
a plurality of items which are s ele ctabl e by accessible to the player object as throwable 
items; 

a targ e t obj e ct sp e c i fy i ng st e p of program instruction means for specifying as a 
target object an object existing in a direction in which the throwable item is to be thrown; 

a d e t e rmination st e p of program instruction means for determining an 
effectiveness of the throwable item on the target object based on the correspondence 
information; 

an a i m i ng point data g e n e ration st e p of program instruction means for generating 
aiming point data to be used for displaying an aiming point indicating the direction in 
which the throwable item is to be thrown, the aiming point being displayed in a display 
mode which is varied depending on a determination result by the determination step; 
and 

a d i sp l ay contro l st e p of program instruction means for performing display control 
so that the plurality of objects deployed in the object deployment step are displayed on 
the game screen as three-dimensional images[[;]] A the aiming point is displayed so as to 
overlap the target object based on the aiming point data[[;]] A and thereafter the 
throwable item appears thrown at the aiming point in response to an operation made to 
tho op e rat i on means using the controller . 

8. (Currently Amended) The recording medium game program product according 
to claim 7 , wh e r ei n further comprising: 
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program instruction means for placing a transparent object i s p l ac e d in a 
neighborhood of at least one object in the game space displayed on the game screen, 
the transparent object being visually unrecognizable to the player[[,]]; 

th e target ob i oct spec i fying stop program instruction means for specifying a 
target which specifies as the target object one of the transparent objects that is located 
in the direction in which the throwable item is to be thrown, and 

tho corrospondenco informat i on stor i ng stop stores program instruction means 
for storing correspondence information defining which throwable item is effective on 
which transparent object on an item-by-item basis. 

9. (Currently Amended) The record i ng m e d i um game program product according 
to claim 7 , wh e r ei n further comprising:[[,]] 

[[the]] gam e program caus e s th e comput e r to furth e r e xecut e instruction means 
for computing a positional relationship ca l cu l ation st e p of calcu l at i ng a pos i t i ona l 
r el at i onsh i p between the player object and the target object, and 

th e det e rmination st e p d e termin e s th e program instruction means for determining 
an effectiveness of throwing an item based on the correspondence information as well 
as an effective range which is defined for each item and a ca l culat i on r e sult by 
computation of the positional relationship ca l culat i on st e p . 

10. (Currently Amended) The r e cord i ng medium game program product 
according to claim 9 , wher e in further comprising: Q 

th e positiona l r e lat i onship calculat i on st e p ca l cu l at e s program instruction means 
for computing a distance from the player object to the target object, and 

tho dotormination stop dotorm i nos the program instruction means for determining 
an effectiveness of throwing an item based on the correspondence information as well 
as a shooting range which is defined for each item and the calcu l ation r e su l t by 
computation of the positional relationship ca l cu l at i on stop . 
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1 1 . (Currently Amended) The r e cording m e dium game program product 
according to claim 7 further comprising: Q 

wh e rein th e game program causes the computer to further oxocuto a marking 
step-of instruction means for marking the target object in response to an operation 
made by an operator using the controller to th o operat i on moans, granted that the 
d o t o rm i nat i on st o p d e t e rmin e s that if the throwable item is determined as being effective 
9R against the target object, 

wherein tho display control stop controls a trajectory of the throwable item is 
automatically controlled so that the throwable item hits the target object as marked by 
the marking step. 

12. (Currently Amended) The recording medium game program product 
according to claim 1 1 , wherein, if a plurality of target objects are marked by the marking 
step, the disp l ay contro l stop contro l s tho trajectory of the throwable item is set so that 
the throwable item hits all of the marked target objects. 

13. (New) In a video game apparatus, a method for controlling a throwing or 
shooting of a displayed projectile item used against a targeted game object, comprising: 

storing correspondence information between one or more projectile items and 
game objects defining which projectile item is effective upon which game object; 

determining an effectiveness of throwing/shooting a particular projectile item 
during game play based on stored correspondence information; and 

displaying an aiming point on a game display, wherein the aiming point is varied 
in appearance depending upon a determined effectiveness for the particular projectile 
item, and wherein a predetermined displayed appearance of the aiming point is 
indicative that a targeted game object will be hit by the projectile object upon initiating a 
throwing or shooting action during gameplay. 
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